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Background Information 
All IMSA Spark modules are designed to integrate learning in science, technology, engineering, and 
mathematics.  This module, Code of the Wild will place a particular emphasis on ecosystems and 
computational thinking. 
The United Nations Sustainable Development Goals 14 and 15 emphasize the importance of preserving 
terrestrial and aquatic ecosystems.  Students in early elementary grades can begin by understand the 
ways that organisms interact with each other and their environments.  They will do so by creating 
animated models.  These models are made using computer software.  Rather than learning a particular 
program or machine, however, the goal is to help students to develop their computational thinking in 
general. 
Computational thinking is a problem-solving mindset that incorporates all that has been learned by 
computer scientists about solving problems efficiently.  While the practices of this mindset are obviously 
useful to programmers, they are equally useful in other tasks.  The practices can be summarized as 
follows: 
 Practice Definition 
1 Decomposition Breaking a complex problem into smaller parts that are easier to 
understand and solve. 
2 Pattern Recognition Noticing similarities among items or events as opportunities for grouping 
and efficient manipulation. 
3 Abstraction Deciding what information about a problem is critical and what can be 
ignored.   Removing details from a solution so that it can be applied to a 
broader range of problems. 
4 Algorithmic Thinking Devising a step-by-step set of actions that leads to a solution of the 
problem. 
 
This module relies heavily on the use of tablets such as the iPad.  While many classrooms have enough 
tablets for students to work 1:1, this module assumes that students will share for at least the first six 
activities.  Teachers are encouraged to consider the benefits of collaborative tablet use.  In addition to 
promoting the development of social skills, sharing requires students to organize and communicate their 
thoughts and ideas.  
Activity 1 – Watch and Play 
Comparing the Alpha and Beta versions: 
Both versions focus on learning the ScratchJr interface and seeing the range of projects it can be used to 
create.  The Alpha version has students counting objects and writing numbers (1 to 9).  The beta version 
has students write a paragraph to express an opinion about one of the Sample Projects. 
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Activity 1 – Watch and Play - Alpha Version 
Objectives and Standards:   
• Learn to use the ScratchJr interface. 
o Computational Thinking: Pattern Recognition.  Noticing similarities among items or 
events as opportunities for grouping and efficient manipulation. 
• Practice counting and writing numbers. 
o CCS.Math.Content.K.CC.A.1, Count to 100 by ones and by tens. 
o CCS.Math.Content.K.CC.A.3, Write numbers from 0 to 20. 
o CCS.Math.Content.K.CC.B.5, Count to answer "how many?" questions. 
Estimated Time – 30 minutes 
Materials – iPad or Android device with ScratchJr installed  
Suggested Approach: 
If Essential Questions are a feature of your instruction, write this on your board: “How can a 
computer tell a story?” 
While two students should have no problem seeing the screen of most tablets, operating the 
interface is generally a one-at-a-time activity.  Have a discussion about sharing control of the 
tablet by taking turns. 
Help students find partners.  Give each group a tablet and help them get ScratchJr running. 
Direct students to the Under the Sea example. 
Have students watch the movements of the characters in this ocean scene. 
Ask students to make up a story to explain what the animals are doing.  Allow pairs to take turns 
telling their stories to the class. 
Ask students:  
• How many places are there in this story?   
• How many characters are in this story? (Note that ScratchJr even allows some 
inanimate objects to be “characters”) 
If using the optional Student Page, help students record their numbers in the appropriate 
spaces. 
Have students select each character box.   
• What happens when you do this?   
• What changes when you do this? 
Code of the Wild 
5 
2019 - Illinois Mathematics and Science Academy – Center for Teaching and learning 
Direct students’ attention to the bottom area.   
• What is down there?   
• What is happening in this area? 
If none of the students has yet introduced the term, you should start referring to the stings of 
blocks as a programs.  Ask them:  
• What about the program looks the same for each character?  What about the program 
looks different? 
Have students watch the Quick Intro to ScratchJr video.  This is an unnarrated example of 
someone making a ScratchJr project.  It runs a little over three minutes, but there is no need to 
watch the entire video.  The essential learning is that students can drag and drop programming 
blocks to animate the characters in a scene. 
Allow students to play with the other seven Sample Projects.  Tell them it’s ok to make changes 
to the programs.  The changes will not be saved. 
For each of the other projects, ask students to count the number of locations and characters. If 
using the optional Student Page, help students record their numbers in the appropriate spaces. 
Check to be sure students are both having an equal access to the tablet. 
Check students’ counting and number writing work.  There are various ways to interpret “scene” 
and “character” so be sure to ask them to explain what they were counting. 
Check to see if they are having any frustration activating buttons, switching between characters 
and scenes, and dragging and dropping objects. 
Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to use the ScratchJr 
interface to activate buttons, 
switch between characters and 
scenes, and drag and drop 
objects. 
 
 Was able to count characters 
and scenes correctly (in 
accordance with their 
interpretation of what is a 
character and what is a scene). 
 
 
Code of the Wild 
6 
2019 - Illinois Mathematics and Science Academy – Center for Teaching and learning 
Accommodations 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
Activity 1 – Watch and Play - Beta Version 
Objectives and Standards:   
• Learn to use the ScratchJr interface. 
o Computational Thinking: Pattern Recognition 
• Explain, in writing, the unique features of one Sample project. 
o CCSS.ELA-Literacy.W.2.1, Write opinion pieces in which they introduce the topic they 
are writing about, state an opinion, supply reasons that support the opinion, use linking 
words (e.g., because, and, also) to connect opinion and reasons, and provide a 
concluding statement. 
Estimated Time: 30 minutes 
Materials: iPad or Android device with ScratchJr installed 
Suggested Approach: 
If Essential Questions are a feature of your instruction, write this on your board: “How can a 
computer tell a story?” 
While two students should have no problem seeing the screen of most tablets, operating the 
interface is generally a one-at-a-time activity.  Have a discussion about sharing control of the 
tablet by taking turns. 
Help students find partners.  Give each group a tablet and help them get ScratchJr running. 
Direct students to the Under the Sea example. 
Have students watch the movements of the characters in this ocean scene. 
Ask students to make up a story to explain what the animals are doing.  Allow pairs to take turns 
telling their stories to the class. 
Ask students:  
• How many places are there in this story?   
• How many characters are in this story? (Note that ScratchJr even allows some 
inanimate objects to be “characters”) 
Have students select each character box.   
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• What happens when you do this?   
• What changes when you do this? 
Direct students’ attention to the bottom area.   
• What is down there?   
• What is happening in this area? 
If none of the students has yet introduced the term, you should start referring to the stings of 
blocks as “programs”.  Ask them:  
• What about the program looks the same for each character?  What about the program 
looks different? 
Have students watch the Quick Intro to ScratchJr video.  This is an unnarrated example of 
someone making a ScratchJr project.  It runs a little over three minutes, but there is no need to 
watch the entire video.  The essential learning is that students can drag and drop programming 
blocks to animate the characters in a scene. 
Allow students to play with the other seven Sample Projects.  Tell them it’s ok to make changes 
to the sample projects.  The changes will not be saved. 
Check to be sure students are both having an equal access to the tablet. 
Check to see if they are having any frustration activating buttons, switching between characters 
and scenes, and dragging and dropping objects. 
Ask students to select one of the Sample Projects.  Have them write a paragraph explaining what 
makes this Sample Project different from the others.  You could do this individually or as 
partners.  Check students’ paragraphs and give feedback as they work.  Allow them to share 
their findings with the class. 
Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to use the ScratchJr 
interface to activate buttons, 
switch between characters and 
scenes, and drag and drop 
objects. 
 
 Was able to write a paragraph 
with an introduction, opinion, 
evidence to support the opinion, 
and a closure. 
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Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
Students who are still developing writing skills can be paired with a partner who is more accomplished in 
this area.  Encourage them to discuss what they like and don’t like about each sentence as they set it 
down on paper. 
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Activity 2 – Make a Scene 
Comparing the Alpha and Beta versions: 
Both versions ask students to create a scene with two characters and tell a story about the scene.  The 
Alpha version allows students to use any combination of drawing, dictating, and writing to tell their 
story.  The Beta version requires the story to be written.   
Activity 2 – Make a Scene - Alpha Version 
Objectives and Standards:   
• Learn to create a scene including characters and a background using ScratchJr. 
• Practice developing writing skills. 
o CCSS.ELA-Writing.K.1, Use a combination of drawing, dictating, and writing to compose 
informative/explanatory texts in which they name what they are writing about and 
supply some information about the topic. 
Estimated Time – 30 minutes 
Materials – iPad or Android device with ScratchJr installed  
Suggested Approach: 
If Essential Questions are a feature of your instruction, write this on your board: Why are 
movies and plays divided into scenes? 
Tell students that they will use ScratchJr to create a scene, then tell a story about their scene.  In 
this sense, a scene is simply a picture of some location where two characters are doing 
something together. 
While two students should have no problem seeing the screen of most tablets, operating the 
interface is generally a one-at-a-time activity.  Have a discussion about sharing control of the 
tablet by taking turns. 
Help students find partners.  Give each group a tablet and help them get ScratchJr running. 
Have students open ScratchJr and tap the “House” icon to bring up the home screen.   
Tap the + icon to open a new project.  You may wish to discuss the + symbol and what it means 
in mathematics. 
Tap the background button to select a location for your scene. There are many locations 
available.  Allow students to choose whatever interests them.  Partners may need to 
compromise on this decision and many that follow. 
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To the left of the stage is the character area.  Currently it is occupied by the cat.  Cute as he is, 
let’s be rid of him.  Touching and holding the cat causes his button to wiggle and activates a red 
delete button.  Tapping the delete button will delete the cat.  This works for any character and 
also deletes any programming associated with them. 
Anything deleted accidentally can be recovered by pressing the undo button. 
Now students may select two characters to add to their scene.  Suggest that they choose 
characters who look like they belong in the location they selected. 
New characters will appear in the center of the stage.  Students should touch and drag to 
position the characters wherever they like. 
Help students to think about what is happening in their scene with any of the following 
prompts: 
• Who are these characters? 
• Where are they? 
• Why are they there? 
• What are they doing? 
• Are they facing a problem? 
• How might they solve the problem? 
Give students time to collaborate and make up a story about their scene. 
Give each group a sheet of blank paper for drawing and a sheeting of lined paper for writing.  
They may use either or both to record ideas about their story. 
Give each group an opportunity to share their scene with the class and tell the story of what is 
happening in that scene. 
Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to use the ScratchJr 
interface to select a location and 
position two characters within it. 
 
 Was able to use a combination 
of drawing, dictating, and writing 
to compose and communicate a 
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Accommodations 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
 
Activity 2 – Make a Scene - Beta Version 
Objectives and Standards:   
• Learn to create a scene including characters and a background using ScratchJr. 
• Write a story about their scene. 
o CCSS.ELA-Literacy.W.2.2, Write informative/explanatory texts in which they introduce a 
topic, use facts and definitions to develop points, and provide a concluding statement or 
section. 
Estimated Time – 30 minutes 
Materials: iPad or Android device with ScratchJr installed  
Suggested Approach: 
If Essential Questions are a feature of your instruction, write this on your board: Why are 
movies and plays divided into scenes? 
Tell students that they will use ScratchJr to create a scene, then write a paragraph to explain 
their scene.  In this sense, a scene is simply a picture of some location where two characters are 
doing something together. 
While two students should have no problem seeing the screen of most tablets, operating the 
interface is generally a one-at-a-time activity.  Have a discussion about sharing control of the 
tablet by taking turns. 
Help students find partners.  Give each group a tablet and help them get ScratchJr running. 
Have students open ScratchJr and tap the “House” icon to bring up the home screen.   
Tap the + icon to open a new project.  You may wish to discuss the + symbol and what it means 
in mathematics. 
Tap the background button to select a location for your scene. There are many locations 
available.  Allow students to choose whatever interests them.  Partners may need to 
compromise on this decision and many that follow. 
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To the left of the stage is the character area.  Currently it is occupied by the cat.  Cute as he is, 
let’s be rid of him.  Touching and holding the cat causes his button to wiggle and activates a red 
delete button.  Tapping the delete button will delete the cat.  This works for any character and 
also deletes any programming associated with them. 
Anything deleted accidentally can be recovered by pressing the undo button. 
Now students may select two characters to add to their scene.  Suggest that they choose 
characters who look like they belong in the location they selected. 
New characters will appear in the center of the stage.  Students should touch and drag to 
position the characters wherever they like. 
Help students to think about what is happening in their scene with any of the following 
prompts: 
• Who are these characters? 
• Where are they? 
• Why are they there? 
• What are they doing? 
• Are they facing a problem? 
• How might they solve the problem? 
• How do they feel about this place? 
• Is there something they should be doing? 
Give students time to collaborate and make up a story about their scene. 
Give each group a sheet of lined paper for writing.  Ask them to write a paragraph explaining 
what is happening in their scene.  It should begin by introducing both characters as well as their 
location.  One way to close the paragraph would be to predict what might happen next. 
Give each group an opportunity to share their scene with the class and read their explanation of 
what is happening in that scene. 
Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to use the ScratchJr 
interface to select a location and 
position two characters within it. 
 
 Was able to write a paragraph 
with an introduction, an 
explanation of the scene, and a 
closing statement. 
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Accommodations 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
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Activity 3 – Move it! Move it! 
Comparing the Alpha and Beta versions: 
Both versions ask students to create a scene in which two characters are moving in an appropriate 
natural environment.  The Alpha version allows students to focus most of their efforts on one of their 
characters.  The Beta version challenges students to have both characters moving with as much realism 
as the tools allow. 
Activity 3 – Move it! Move it! - Alpha Version 
Objectives and Standards:   
• Describe an animal moving through its natural environment. 
o K-ESS3-1 Earth and Human Activity: Use a model to represent the relationship between 
the needs of different plants and animals and the places they live. 
• Learn to write a program using motion blocks. 
o Computational Thinking:  Abstraction.  Deciding what information about a problem is 
critical and what can be ignored. 
o Computational Thinking: Algorithmic Thinking.  Devising a step-by-step set of actions 
that leads to a solution of the problem. 
Estimated Time – 45 minutes 
Materials: 
• iPad or Android device with ScratchJr installed  
• ScratchJr Coding Cards 
Suggested Approach: 
If Essential Questions are a feature of your instruction, write this on your board: How can we 
program a character to move like a real animal? 
Tell students that they will use ScratchJr to create animal characters and program them to 
move.  We would like the entire scene to look realistic. 
Have a discussion about sharing control of the tablet by taking turns and talking about what 
they would like to happen. 
Help students find partners.  Give each group a tablet and help them get ScratchJr running. 
Have students open ScratchJr and tap the “House” icon to bring up the home screen.   
Tap the + icon to open a new project.   
Have each group choose a location for their animal motion scene. 
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They then select two realistic animal characters that might reasonably be found in that location.   
ScratchJr has 26 somewhat realistic animals grouped together on the character page.  Note that 
the cat, who walks like a person, is not included here as he is a fantasy figure. 
Students position their characters within the scene. 
Ask each group to explain their intended scene to you.  Students should be able to explain why 
the animals live in that particular location by explaining what is there that the animals need.  
Offer suggestions if they are proposing something unrealistic. 
After selecting a character by touching its button in the character area, have students try 
dragging any blue motion block down into the programming area. 
Tap that block and see how it makes the selected character move. 
Try several blocks. 
Now try linking several blocks together. 
Allow students to explore what each motion block does and how they can be strung together to 
create a complex sequence of motion.  Begin calling this sequence of blocks a program. 
As you circulate around the room, ask groups to explain what they have discovered.  Allow 
students to share these discoveries with other groups.  At this point, they should only be using 
blue motion blocks. 
After 15 minutes of exploration, put down the tablets and go through the Programming with 
ScratchJr slideshow.  Alternately, if you can project your tablet screen, go through the palette of 
blue motion blocks and ask students to explain what each does.  Be sure to ask about the 
number at the bottom of each block.  Take this opportunity to show that five move right one 
blocks causes the same motion as a single move right 5 block. 
After these discussions have students go to the yellow palette of triggering blocks.  Add a green 
flag block as the first block of each program.  Ask students to then touch the green flag at the 
top of their screen.  This allows both characters to begin their movement programs at the same 
time. 
Tell students they have another 15 minutes to modify their programs so that at least one 
characters is moving like a real animal.  If they are struggling, have them focus on just one of 
their characters. 
Have each group partner with another group and take turns: 
• Explaining the type of motion they wanted. 
• Demonstrating their programs. 
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• Asking for advice on how the program might be improved. 
Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to describe a realistic 
scene of animal motion. 
 
 Was able to program a character 
to enact the scene. 
 
 
Accommodations and Extensions 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
Students who finish early and have a working program for both of their characters may be challenged to 
complete the first two blue ScratchJr Coding Cards.  These involve the cat waking up and getting out of 
bed. 
1) Wake Up, Kitten! 
2) Get Ready for School 
 
Activity 3 – Move it! Move it! - Beta Version 
Objectives and Standards:   
• Describe an animal moving through its natural environment. 
o K-ESS3-1 Earth and Human Activity: Use a model to represent the relationship between 
the needs of different plants and animals and the places they live. 
• Learn to write a program using motion blocks. 
o Computational Thinking:  Abstraction.  Deciding what information about a problem is 
critical and what can be ignored. 
o Computational Thinking: Algorithmic Thinking.  Devising a step-by-step set of actions 
that leads to a solution of the problem. 
Estimated Time – 45 minutes 
Materials: 
• iPad or Android device with ScratchJr installed  
• ScratchJr Coding Cards 
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Suggested Approach: 
If Essential Questions are a feature of your instruction, write this on your board: How can we 
program characters to move like real animals? 
Tell students that they will use ScratchJr to create animal characters and program them to 
move.  We would like the entire scene to look realistic. 
Have a discussion about sharing control of the tablet by taking turns and talking about what 
they would like to happen. 
Help students find partners.  Give each group a tablet and help them get ScratchJr running. 
Have students open ScratchJr and tap the “House” icon to bring up the home screen.   
Tap the + icon to open a new project.   
Have each group choose a location for their animal motion scene. 
They then select two realistic animal characters that might reasonably be found in that location. 
ScratchJr has 26 somewhat realistic animals grouped together on the character page.  Note that 
the cat, who walks like a person, is not included here as he is a fantasy figure. 
Students position their characters within the scene. 
Have each group explain their intended scene.  Allow the class to offer constructive ideas about 
the extent to which each proposed scene is realistic. 
After selecting a character by touching its button in the character area, have students try 
dragging any blue motion block down into the programming area. 
Tap that block and see how it makes the selected character move. 
Try several blocks. 
Now try linking several blocks together. 
Allow students to explore what each motion block does and how they can be strung together to 
create a complex sequence of motion.  Begin calling this sequence of blocks a program. 
As you circulate around the room, ask groups to explain what they have discovered.  Allow 
students to share these discoveries with other groups.  At this point, they should only be using 
blue motion blocks. 
After 15 minutes of exploration, put down the tablets and go through the Programming with 
ScratchJr slideshow.  Alternately, if you can project your tablet screen, go through the palette of 
blue motion blocks and ask students to explain what each does.  Be sure to ask about the 
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number at the bottom of each block.  Take this opportunity to show that five move right one 
blocks cause the same motion as a single move right 5 blocks. 
After these discussions have students go to the yellow palette of triggering blocks.  Add a green 
flag block as the first block of each program.  Ask students to then touch the green flag at the 
top of their screen.  This allows both characters to begin their movement programs at the same 
time. 
Tell students they have another 15 minutes to modify their programs so that both characters 
are moving like real animals. 
Have each group partner with another group and take turns: 
• Explaining the type of motion they wanted. 
• Demonstrating their programs. 
• Asking for advice on how the program might be improved. 
Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to describe a realistic 
scene of animal motion. 
 
 Was able to program both 
characters to enact the scene. 
 
 
Accommodations and Extensions 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
Students who finish early may be challenged to complete the first two blue ScratchJr Coding Cards.  
These involve the cat waking up and getting out of bed. 
1) Wake Up, Kitten! 
2) Get Ready for School 
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Activity 4 – Interaction 
Comparing the Alpha and Beta versions: 
Both versions ask students to create a scene in which two characters interact.  The alpha version 
requires one character’s motion to trigger another character’s motion by physical contact, called 
bumping.  In addition to bumping, the beta version also explores one character sending a start message 
to the other character, without physical contact. 
Activity 4 – Interaction - Alpha Version 
Objectives and Standards:   
• Learn to write a program with interacting lines of code using trigger blocks. 
o Computational Thinking: Algorithmic Thinking.  Devising a step-by-step set of actions 
that leads to a solution of the problem. 
Estimated Time – 30 minutes 
Materials: 
• iPad or Android device with ScratchJr installed  
• ScratchJr Coding Cards 
Suggested Approach: 
If Essential Questions are a feature of your instruction, write this on your board: How can we 
program two characters to interact? 
Begin by showing the Interaction slides of people and animals on the playground.  Prompt 
students to discuss what they see and describe where characters are interacting and where they 
are not.  You do not need a firm definition of what constitutes an interaction.  Ambiguity and 
debate are fine.   
Ask students the following: 
• In the last lesson, you created a scene in which two animals were moving.  Were those 
animals interacting with each other … or were they just ignoring each other?  Explain. 
• Did the motion of one animal change the motion of the other? 
Explain that the next task is to create a scene in which two characters interact.  The motion of 
one character should cause the motion of the other. 
Help students find partners.  Give each group a tablet and help them get ScratchJr running. 
Have students open ScratchJr and tap the “House” icon to bring up the home screen.   
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Tap the + icon to open a new project.   
Have each group choose a location for their scene.  It could be anywhere. 
Select two characters that one might expect to be in the chosen location.  They might be people, 
animals, or whatever might be appropriate. 
Each character should be given a movement program.  One begins with the green flag.  The 
other begins with a bump block.  Allow students to experiment to figure out how the bump 
block works. 
Circulate among the groups and check their progress. 
Once they understand how the bump block works, encourage students to create a scene in 
which two characters make contact and respond in some realistic and appropriate manner. 
Allow them to experiment with other types of blocks, too. 
With five or ten minutes remaining, have each group partner with another group and take turns: 
• Explaining the type of motion they wanted. 
• Demonstrating their programs. 
• Asking for advice on how the program might be improved. 
Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to use a bump block to 
cause an interaction between 
characters. 
 
 Was able to create a scene with 
some interaction that was 
realistic and appropriate. 
 
 
Accommodations and Extensions 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
Students who finish early may be challenged to create an interaction using the following yellow trigger 
blocks:  SEND Orange START MESSAGE and START ON Orange MESSAGE.  These allow one character to 
send a message to start moving to the other character.  
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Also, they might complete the following ScratchJr Coding Cards: 
1) Wake Up, Kitten! 
3) Walk to the Bus Stop 
6) Make Friends 
 
Activity 4 – Interaction - Beta Version 
Objectives and Standards:   
• Learn to write a program with interacting lines of code using trigger blocks. 
o Computational Thinking: Algorithmic Thinking.  Devising a step-by-step set of actions 
that leads to a solution of the problem. 
Estimated Time – 30 minutes 
Materials: 
• iPad or Android device with ScratchJr installed  
• ScratchJr Coding Cards 
Suggested Approach: 
If Essential Questions are a feature of your instruction, write this on your board: How can we 
program two characters to interact? 
Begin by showing the Interaction slides of people and animals on the playground.  Prompt 
students to discuss what they see and describe where characters are interacting and where they 
are not.  You do not need a firm definition of what constitutes an interaction.  Ambiguity and 
debate are fine.   
Ask students the following: 
• In the last lesson, you created a scene in which two animals were moving.  Were those 
animals interacting with each other … or were they just ignoring each other?  Explain. 
• Did the motion of one animal change the motion of the other? 
Explain that the next task is to create a scene in which two characters interact.  The motion of 
one character should cause the motion of the other. 
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Help students find partners.  Give each group a tablet and help them get ScratchJr running. 
Have students open ScratchJr and tap the “House” icon to bring up the home screen.   
Tap the + icon to open a new project.   
Have each group choose a location for their scene.  It could be anywhere. 
Select two characters that one might expect to be in the chosen location.  They might be people, 
animals, or whatever might be appropriate. 
Each character should be given a movement program.  One begins with the green flag.  The 
other begins with a bump block.  Allow students to experiment to figure out how the bump 
block works. 
Circulate among the groups and check their progress. 
Once they understand how the bump block works, encourage students to create a scene in 
which two characters make contact and respond in some realistic and appropriate manner. 
Next, challenge the students to have the characters interact without touching.  This can be done 
by:  
1. giving one character a SEND Orange START MESSAGE block.  
 
2. giving the other character a START ON Orange MESSAGE block. 
Allow students to experiment to figure out how messaging blocks work. 
Circulate among the groups and check their progress. 
Once they understand how the messaging blocks work, encourage students to create a scene in 
which messaging blocks are used to create some realistic and appropriate interaction between 
characters. 
With five minutes remaining, have each group partner with another group and take turns: 
• Explaining the type of motion they wanted. 
• Demonstrating their programs. 
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Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to use a bump block to 
cause an interaction between 
characters. 
 
 Was able to use messaging 




Accommodations and Extensions 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
Students who finish early may be challenged to complete the following ScratchJr Coding Cards: 
1) Wake Up, Kitten! 
3) Walk to the Bus Stop 
6) Make Friends 
  
Code of the Wild 
24 
2019 - Illinois Mathematics and Science Academy – Center for Teaching and learning 
Activity 5 – Control 
Comparing the Alpha and Beta versions: 
Both versions ask students to create a scene using various control blocks to manipulate the speed and 
timing of character motion.  The Alpha version continues to allow students to use a single line of code 
for each character.  The Beta version encourages exploration with additional blocks and requires 
students to use two lines of code that run simultaneously on the same character. 
Activity 5 – Control - Alpha Version 
Objectives and Standards:   
• Learn to write a program with control blocks that manipulate speed and timing. 
o Computational Thinking: Pattern Recognition - Noticing similarities among items or 
events as opportunities for grouping and efficient manipulation. 
o Computational Thinking: Algorithmic Thinking - Devising a step-by-step set of actions 
that leads to a solution of the problem. 
Estimated Time – 30 minutes 
Materials: 
• iPad or Android device with ScratchJr installed  
• ScratchJr Coding Cards 
Suggested Approach: 
If Essential Questions are a feature of your instruction, write this on your board: Why is it 
helpful to be able to control the speed and timing of motion? 
Begin by showing the slide of orange control blocks and the red repeat block. 
Challenge students to figure out what these three blocks do.  Allow them to experiment by 
creating programs with the new blocks. 
Circulate among the groups and check their progress.  Suggest that they try experimenting with 
new blocks one-at-a-time, rather than putting in two or three at once.  If they finish quickly, 
encourage them to experiment with other types of blocks, too. 
After all have accomplished this, convene a class discussion to check understanding.  Be sure 
they have discovered that: 
• the larger the number in the wait block, the longer that motion will be paused. 
• The speed block has three settings; slow, medium, and fast, that affect the speed of all 
motion in that line of code. 
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• The repeat block starts the line of code over again from the beginning and will do so 
continuously. 
Now challenge students to create a scene with two moving characters.  They can be anything 
students want.  Each character’s motion is controlled by a line of code that has at least one of 
the new orange control blocks.  The character should almost collide, but just miss each other 
instead. 
With five or ten minutes remaining, have each group partner with another group and take turns: 
• Explaining the type of motion they wanted. 
• Demonstrating their programs. 
• Asking for advice on how the program might be improved. 
Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to explain the 
functions of new blocks 
 
 Was able to create a scene in 
which motion is controlled to 




Accommodations and Extensions 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
Students who finish early may be challenged to create programs with additional blocks that control 
motion.  Also, they might complete the following ScratchJr Coding Cards: 
9) Shoot for the Basket 
11) Pass the Soccer Ball 
20) Walk by the River 
21) Peach Picking 
26) Kitten in Space 
32) Play with Rabbit 
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Activity 5 – Control - Beta Version 
Objectives and Standards:   
• Learn to write a program with multiple lines of code and control blocks that manipulate speed 
and timing. 
o Computational Thinking: Pattern Recognition - Noticing similarities among items or 
events as opportunities for grouping and efficient manipulation. 
o Computational Thinking: Algorithmic Thinking - Devising a step-by-step set of actions 
that leads to a solution of the problem. 
Estimated Time – 30 minutes 
Materials: 
• iPad or Android device with ScratchJr installed  
• ScratchJr Coding Cards 
Suggested Approach: 
If Essential Questions are a feature of your instruction, write this on your board: Why is it 
helpful to be able to control the speed and timing of motion? 
Begin by showing the slide of orange control blocks and the red repeat block. 
Challenge students to figure out what these three blocks do.  Allow them to experiment by 
creating programs with the new blocks. 
Circulate among the groups and check their progress.  Suggest that they try experimenting with 
new blocks one-at-a-time, rather than putting in two or three at once.  If they finish quickly, 
encourage them to experiment with other types of blocks, too. 
Be sure they have discovered that: 
• the larger the number in the wait block, the longer that motion will be paused. 
• The speed block has three settings; slow, medium, and fast, that affect the speed of all 
motion in that line of code. 
• The repeat block starts the line of code over again from the beginning and will do so 
continuously. 
Now challenge students to create a scene with two moving characters.  They can be anything 
students want.  Each character’s motion is controlled by a line of code that has at least one of 
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the new orange control blocks.  The character should almost collide, but just miss each other 
instead. 
The third and final challenge is to have a character displaying two types of motion at the same 
time by writing two lines of code for that character which run simultaneously.  They might, for 
example, have a character moving vertically and horizontally at the same time.   
With five or ten minutes remaining, have each group partner with another group and take turns: 
• Explaining the type of motion they wanted. 
• Demonstrating their programs. 
• Asking for advice on how the program might be improved. 
Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to explain the 
functions of new blocks 
 
 Was able to create a scene in 
which motion is controlled to 
display a near miss between two 
moving characters. 
 
 Was able to create a program 
with two lines of code for 
motion that run simultaneously. 
 
 
Accommodations and Extensions 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
Students who finish early may be challenged to create programs with additional blocks that control 
motion.  Also, they might complete the following ScratchJr Coding Cards: 
9) Shoot for the Basket 
11) Pass the Soccer Ball 
20) Walk by the River 
21) Peach Picking 
26) Kitten in Space 
32) Play with Rabbit 
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Activity 6 – Looks and Sound 
While this activity opens up a few options for creativity, it is not strictly essential for completing the final 
project.  If any students are behind in developing their programming skills, allow them to continue with 
Activities 1 through 5 while others are doing Activity 6. 
Comparing the Alpha and Beta versions: 
Both versions focus on learning to modify the appearance of characters and having them make sound.  
In the Beta version, students will also use dialog boxes to write text for characters’ speech bubbles.   
Activity 6 – Looks and Sound - Alpha Version 
Objectives and Standards:   
• Learn to manipulate the appearance of a character and program it to make sounds. 
o Computational Thinking: Pattern Recognition - Noticing similarities among items or 
events as opportunities for grouping and efficient manipulation. 
o Computational Thinking: Algorithmic Thinking - Devising a step-by-step set of actions 
that leads to a solution of the problem. 
Estimated Time – 45 minutes 
Materials: 
• iPad or Android device with ScratchJr installed  
• ScratchJr Coding Cards 
Suggested Approach: 
If Essential Questions are a feature of your instruction, write this on your board: Why do 
animals have different colors?  Why do they make sounds? 
Begin by asking students to go to the character selection page.  While looking at the animals, ask 
students: 
• Are there animals here that actually come in different colors, besides what is shown? 
• Would certain colors help an animal in some way? 
Let students know that today they will learn how to change the color of a character in ScratchJr. 
• These animals all look to be about the same size.  Are they all the same size in real 
life? 
• Are there different sizes even among individuals of one animal type?  Which are large 
and which are small? 
Let students know that today they will learn to change the size of a character in ScratchJr. 
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• Do all animals make the same sounds? 
• Why not?   
• Does making sound help animals in some way? 
Let students know that today they will learn how to program characters make sounds in 
ScratchJr. 
Task One: Color 
Tell students to create a realistic scene with two identical animals.  They don’t need any 
programming yet. 
Select one animal and tap the paintbrush button that can be seen after the name in the 
character area. 
Using one finger, figure out how to highlight one area of the animal (or even the entire animal).  
You will know that it is highlighted when the outline goes from being a solid line to a dotted line. 
Now figure out how to change the color of that area.  Experiment! 
Choose a color that seems realistic, but different from the original. 
Task Two: Size 
Select one of your animals and drag one purple looks block into the programming area.  Pick one 
that you think might make the animal larger or smaller. 
Tap the block and see what happens. 
Experiment until you know how to make an animal larger or smaller. 
Task Three: Sound 
Open the palette of green sound blocks. 
Tap the block showing a microphone within a white-dotted outline. 
Hit the red button to begin recording your sound and the check button to save it. 
Drag your new sound block to the programming area and listen to it. 
After all have accomplished this, convene a class discussion to check understanding.   
Task Four: Putting it all Together 
Challenge students to create a scene with two moving animals (of the same type).  The animals 
should have slightly different colors and sizes.  Each should make an appropriate, but slightly 
different animal sound. 
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With five or ten minutes remaining, have each group partner with another group and take turns: 
• Explaining the type of scene they wanted. 
• Demonstrating their programs. 
• Asking for advice on how the program might be improved. 
Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to alter the color of a 
character. 
 
 Was able to alter the size of a 
character. 
 
 Was able to program a character 
to make a sound. 
 
 
Accommodations and Extensions 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
Students who finish early may be challenged to create programs with additional blocks that control 
motion.  Also, they might complete the following ScratchJr Coding Cards: 
5) Go to School 
7) Make a Flower Grow 
15) Erase the Board 
16) Run for the Finish Line 
35) Drink Milk 
 
Activity 6 – Looks and Sound - Beta Version 
Objectives and Standards:   
• Learn to manipulate the appearance of a character and program it to make sounds and display 
written text. 
o Computational Thinking: Pattern Recognition - Noticing similarities among items or 
events as opportunities for grouping and efficient manipulation. 
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o Computational Thinking: Algorithmic Thinking - Devising a step-by-step set of actions 
that leads to a solution of the problem. 
Estimated Time – 45 minutes 
Materials: 
• iPad or Android device with ScratchJr installed  
• ScratchJr Coding Cards 
Suggested Approach: 
If Essential Questions are a feature of your instruction, write this on your board: Why do 
animals have different colors?  Why do they make sounds? 
Begin by asking students to go to the character selection page.  While looking at the animals, ask 
students: 
• Are there animals here that actually come in different colors, besides what is shown? 
• Would certain colors help an animal in some way? 
• Why do you think some animals come in more than one color? 
Let students know that today they will learn how to change the color of a character in ScratchJr. 
• These animals all look to be about the same size.  Are they all the same size in real 
life? 
• Are there different sizes even among individuals of one animal type?  Which are large 
and which are small? 
Let students know that today they will learn to change the size of a character in ScratchJr. 
• Do all animals make the same sounds? 
• Why not?   
• Does making sound help animals in some way? 
Let students know that today they will learn how to program characters make sounds in 
ScratchJr. 
Task One: Color 
Tell students to create a realistic scene with two identical animals.  They don’t need any 
programming yet. 
Select one animal and tap the paintbrush button that can be seen after the name in the 
character area. 
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Using one finger, figure out how to highlight one area of the animal (or even the entire animal).  
You will know that it is highlighted when the outline goes from being a solid line to a dotted line. 
Now figure out how to change the color of that area.  Experiment! 
Choose a color that seems realistic, but different from the original. 
Task Two: Size 
Select one of your animals and drag one purple looks block into the programming area.  Pick one 
that you think might make the animal larger or smaller. 
Tap the block and see what happens. 
Experiment until you know how to make an animal larger or smaller. 
Task Three: Sound 
Open the palette of green sound blocks. 
Tap the block showing a microphone within a white-dotted outline. 
Hit the red button to begin recording your sound and the check button to save it. 
Drag your new sound block to the programming area and listen to it. 
Record some animal noise appropriate for your character.   
You can also have characters display a speech bubble using a purple Say block.  Imagine how the 
animal sound you just created might be spelled. 
Create a Say block to go with an animal sound.  Tap the Say block to test it. 
Task Four: Putting it all Together 
Challenge students to create a scene with two moving animals (of the same type).  The animals 
should have slightly different colors and sizes.  Each should make an appropriate, but slightly 
different animal sound.  Include a Say block if for at least one of the animals. 
With five or ten minutes remaining, have each group partner with another group and take turns: 
• Explaining the type of scene they wanted. 
• Demonstrating their programs. 
• Asking for advice on how the program might be improved. 
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Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to alter the color of a 
character. 
 
 Was able to alter the size of a 
character. 
 
 Was able to program a character 
to make a sound and a speech 
bubble with text. 
 
 
Accommodations and Extensions 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
Students who finish early may be challenged to create programs with additional blocks that control 
motion. 
Also, they might complete the following ScratchJr Coding Cards: 
4) Catch the Bus 
6) Make Friends 
12) Dance with Friends 
14) Show and Tell 
33) Twinkling Stars 
34) Get Ready for Bed 
38) A Bad Dream 
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Activity 7 – Animals in their Habitats 
Comparing the Alpha and Beta versions: 
Both versions give opportunities to research and create a realistic story about an interaction between 
animals and their environments.  The differences are in the expectations of “research”, the extent to 
which the story is “realistic”, and the number of animals involved.  In previous activities, students have 
worked with partners to help develop collaboration skills and to support their learning of programming 
skills.  Beginning with this activity, consider allowing those students who would prefer to work alone to 
do so.  Others can continue to work in pairs if they like.  This depends entirely on what you think would 
be best for your students. 
Activity 7 – Animals in their Habitats - Alpha Version 
Objectives and Standards:   
• Using books and videos, research interactions between animals and their environments. 
o CCSS.ELA & Literacy.RSI.1.1, With prompting and support, ask and answer questions 
about key details in a text. 
o K-ESS3-2 Earth and Human Activity.  Use a model to represent the relationship between 
the needs of different plants and animals (including humans) and the places they live. 
Estimated Time – 45 minutes 
Materials 
• iPad or Android device with ScratchJr installed  
• Access to school library’s animal books 
Suggested Approach: 
If Essential Questions are a feature of your instruction, write this on your board: “Why do wild 
animals live where they do?” 
Tell students that they will work with a partner to imagine a realistic story about two animals 
and the place in which they live.  Eventually they will tell the story using a ScratchJr program,  
but first they will do some research to find out more about the animals and the place they live. 
By the end of this lesson, they should know: 
1. What animals will be in the story (two is enough) 
2. Where the story takes place 
3. Why it makes sense for the animals to be there (What do they need from this place?) 
Explain that the two animals could be of the same type or of different types.   
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To help students make good, realistic story, they will do a bit of research using any available 
books, videos, or online science sites.  Books about animals from your school library would be 
the best source of information.  Your Teacher Resource Folder contains a file titled “Animal 
Videos” that has a links to short videos for every animal available in Scratch Jr.  Some of the 
videos are on YouTube which is blocked by some school districts. 
Remember that students may change the appearance of animal characters.  The polar bear, 
recolored to brown, makes a fine grizzly bear.  If students wish to tell the story of an animal not 
represented in ScratchJr, allow them to substitute.  The rabbit could be used to represent an 
otter, for example. 
There is no need to spend more than 20 minutes on this research. 
Once students have selected their animals, they should show you the location they have 
selected from the available options in ScratchJr.  Ask them to explain: 
• Why do the animals live in that place? 
If they struggle to answer, you may try any of the following prompts: 
• Is there something there that they eat? 
• Does this place have somewhere that they can hide? 
• Do they come here to find friends? 
• What about this place do they really like? 
Remind students that the background locations in ScratchJr can be modified by adding various 
plants that might offer food or shelter.  Even additional animals might be added if the main 
characters are carnivores in search of food. 
Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to explain why it makes 
sense for the animals to be in 
this particular location 
 
 Was able to cite specific 
information from their research 
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Accommodations 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
Students who finish early might be challenged to complete the following ScratchJr Coding Cards: 
19) Stormy Weather 
24) Growing Trees 
 
Activity 7 – Animals in their Habitats - Beta Version 
Objectives and Standards:   
• Using books and videos, research and compare interactions between animals and their 
environments. 
o CCSS.ELA & Literacy.RSI.1.1, Ask and answer such questions as who, what, where, when, 
why, and how to demonstrate understanding of key details in a text. 
o 2-LS4-1 Biological Evolution: Unity and Diversity.  Make observations of plants and 
animals to compare the diversity of life in different habitats.   
Estimated Time – 45 minutes 
Materials 
• iPad or Android device with ScratchJr installed  
• Access to school library’s animal books 
Suggested Approach: 
If Essential Questions are a feature of your instruction, write this on your board: “Why do wild 
animals live where they do?” 
Tell students that they will work with a partner to imagine a realistic story about three animals 
and the place in which they live.  Eventually they will tell the story using a ScratchJr program, 
but first they will do some research to find out more about the animals and the place they live. 
By the end of this lesson, they should know: 
4. What animals will be in the story (three is enough) 
5. Where the story takes place 
6. Why it makes sense for the animals to be there (What do they need from this place?) 
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Explain that the three animals could be of the same type or of different types.   
To help students make good, realistic story, they will do a bit of research using any available 
books, videos, or online science sites.  Books about animals from your school library would be 
the best source of information.  Your Teacher Resource Folder contains a file titled “Animal 
Videos” that has a links to short videos for every animal available in Scratch Jr.  Some of the 
videos are on YouTube which is blocked by some school districts. 
Remember that students may change the appearance of animal characters.  The polar bear, 
recolored to brown, makes a fine grizzly bear.  If students wish to tell the story of an animal not 
represented in ScratchJr, allow them to substitute.  The rabbit could be used to represent an 
otter, for example. 
There is no need to spend more than 20 minutes on this research. 
Once students have selected their animals, they should show you the location they have 
selected from the available options in ScratchJr.  Ask them to explain: 
• Why do the animals live in that place? 
If they struggle to answer, you may try any of the following prompts: 
• Is there something there that they eat? 
• Does this place have somewhere that they can hide? 
• Do they come here to find friends or have babies? 
Remind students that the background locations in ScratchJr can be modified by adding various 
plants that might offer food or shelter.  Even additional animals might be added if the main 
characters are carnivores in search of food. 
Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to explain why it makes 
sense for the animals to be in 
this particular location 
 
 Was able to cite specific 
information from their research 
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Accommodations 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
Students who finish early might be challenged to complete the following ScratchJr Coding Cards: 
18) Tag, You’re It 
19) Watch TV 
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Activity 8 – Storytime 
Comparing the Alpha and Beta versions: 
In the previous activity, students selected animals and a location.  More importantly, they decided why 
those animals are there.  Now students must create a story, on paper, of how those animals will interact 
with each other and their environment.  In the next and final activity, students will create their stories in 
ScratchJr.  The Alpha version allows students to use any combination of drawing, dictating, and writing 
to tell their story.  The Beta version requires the story to be written.   
Activity 8 – Storytime - Alpha Version 
Objectives and Standards:   
• Create and communicate a realistic story of animal behavior. 
• Practice developing writing skills. 
o CCSS.ELA-Writing.K.1, Use a combination of drawing, dictating, and writing to compose 
informative/explanatory texts in which they name what they are writing about and 
supply some information about the topic. 
Estimated Time – 30 minutes 
Materials: 
• iPad or Android device with ScratchJr installed  
• ScratchJr Coding Cards 
• Blank paper for drawing 
• Lined paper for writing 
Suggested Approach: 
Give students blank and lined paper and ask them to plan the story they wish to tell about the animals 
and the place they selected. 
Remind them that in this story, the two animals must interact with their environment in some way.  The 
story must show the animals doing what they came here to do.  If students seem stuck, the following 
prompts may help: 
• Is an animal here to find food?  Could you show the animal looking for and finding that food? 
• Is there an animal hiding from danger?  Could you show it taking shelter from a predator? 
• Is an animal here to be with others of its kind?  Can you make the animals communicating 
something important using sounds? 
Allow students to use any combination of drawing, dictating, and writing to tell their story.  Monitor 
their progress.  Another useful prompt, once they have their idea: 
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• Are there programming blocks in ScratchJr to let you do that? 
If they are getting too elaborate, ask them: 
• Can you tell that story in ScratchJr using just one scene? 
• Could you tell just the most important part of that story? 
• What is the most important part? 
Save student’s work for the next and final activity. 
 
Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to create a story of 
animal behavior showing 
appropriate interaction with the 
environment. 
 
 Was able to use a combination 
of drawing, dictating, and writing 




Accommodations and Extensions 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
Students who finish early may be challenged to create programs with additional blocks that control 
motion. 
Students who finish early might be challenged to complete the following ScratchJr Coding Cards: 
25) Playdate with Penguin 
27) Buy Groceries 
Activity 8 – Storytime - Beta Version 
Objectives and Standards:   
• Create and communicate a realistic story of animal behavior. 
• Practice writing a paragraph. 
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o CCSS.ELA-Literacy.W.2.2, Write informative/explanatory texts in which they introduce a 
topic, use facts and definitions to develop points, and provide a concluding statement or 
section. 
Estimated Time – 30 minutes 
Materials: 
• iPad or Android device with ScratchJr installed  
• ScratchJr Coding Cards 
• Lined paper for writing 
Suggested Approach: 
Give students lined paper and ask them to write the story they wish to tell about the animals and the 
place they selected. 
Remind them that in this story, the two animals must interact with their environment in some way.  The 
story must describe the animals doing what they came here to do.  If students seem stuck, the following 
prompts may help: 
• Is an animal here to find food?  Could you describe the animal looking for and finding that 
food? 
• Is there an animal hiding from danger?  Could you describe it taking shelter from a predator? 
• Is an animal here to be with others of its kind?  Can you describe the animals communicating 
something important using sounds? 
A single good paragraph might be enough to describe the animals, the location, and the interactions.  
Another useful prompt, once they have their idea: 
• Are there programming blocks in ScratchJr to let you do that? 
If they are getting too elaborate, ask them: 
• Can you tell that story in ScratchJr using just one scene? 
• Could you tell just the most important part of that story? 
• What is the most important part? 
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Formative Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Was able to create a story of 
animal behavior showing 
appropriate interaction with the 
environment. 
 
 Was able to write a paragraph 
describing the animals, the 
location, and the interactions. 
 
 
Accommodations and Extensions 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
Students who finish early may be challenged to create programs with additional blocks that control 
motion. 
Students who finish early might be challenged to complete the following ScratchJr Coding Card: 
31) Feed Rabbit 
  
Code of the Wild 
43 
2019 - Illinois Mathematics and Science Academy – Center for Teaching and learning 
Activity 9 – Final Project 
Comparing the Alpha and Beta versions: 
Both versions ask students to put together everything they have learned to create a ScratchJr program 
that tells their story of animal interactions.  The alpha version requires students to include two animal 
characters, while the beta version requires three. 
Activity 9 – Final - Alpha Version 
Objectives and Standards:   
• Write a program to model interactions between animals and their environment. 
o Computational Thinking: Decomposition - Breaking a complex problem into smaller 
parts that are easier to understand and solve. 
o Computational Thinking: Abstracting - Deciding what information about a problem is 
critical and what can be ignored.   Removing details from a solution so that it can be 
applied to a broader range of problems. 
o Computational Thinking: Algorithmic Thinking - Devising a step-by-step set of actions 
that leads to a solution of the problem. 
Estimated Time – 60 minutes 
Materials: 
• iPad or Android device with ScratchJr installed  
Suggested Approach: 
In the previous activity, students planned a scene involving animal interactions.  Now allow 
them to create their scene using ScratchJr. 
Circulate among the groups and check their progress.  If you had a good opportunity to review 
their ideas from the previous activity, their only challenge will be executing their ideas with the 
ScratchJr programing blocks.  If you did not have that opportunity, check to see that their work 
involves: 
o Animals behaving with realism, rather than anthropomorphism (acting like humans). 
o Animals are in an appropriate environment (a location where they might actually live). 
o Animals are interacting either with each other or with their local environment (plants or 
other features of the location). 
After 30 minutes, have each group partner with another group and take turns: 
• Demonstrating their programs in an unfinished state. 
• Explaining the intent of the programs. 
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• Asking for advice on how the program might be improved. 
When students are finished, allow them to share their work either by presenting to the class one-at-a-
time (if you have the ability to project), or by staging a gallery walk.  In a gallery walk, students leave 
their tablet on the table and circle around to see other students’ programs, eventually viewing them all.  
If opting for the gallery walk it is important to caution students not to change the programs of others.  
Remind them to tap only the start and reset buttons and refrain from dragging any of the characters 
from their intended positions. 
Assessment 
Areas that need improvement, 
Concerns 
Criteria for  
Proficient Performance 
Evidence of exceeding 
standards, 
Advanced Performance 
 Created a program that 
successfully demonstrates the 
intended animal interactions. 
 
 
Accommodations and Extensions 
Operating the ScratchJr interface exercises fine motor control.  Consider pairing any student still 
developing this control with a partner who is already accomplished, but keep an eye on them to ensure 
each has equal time. 
 
